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“The best way to have a good idea 
 is to have lots of ideas.”1  
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Figure	1	-		MRP	Process	Diagram.	This	diagram	illustrates	the	steps	and	outcomes	of	this	research	project. 
 	 	 	 2	
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CURRENT EXHIBITION EXPERIENCE DEVELOPMENT 
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RESEARCH QUESTIONS 	
Figure	3	-	Research	Questions	were	considered	in	framing	the	problem. 
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	 	Figure	4	-	System	Diagram	of	Exhibition	Development	Activities	and	Outputs.	Illustrates	the	complexity	of	iterative	and	interlinked	processes	and	documents. 
























































CO-CREATION METHODS AND STRATEGIES - IN WHAT 
















































EMERGING TECHNOLOGIES AND TRENDS THAT COULD 
ENHANCE SUSTAINABLE BUSINESS MODELS FOR 
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CHAPTER 3      IN-DEPTH RESEARCH                                                            
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CHAPTER 4      SURVEY OF REMOTE 
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CATAGORIES OF FUNCTIONALITY FOR REMOTE 
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CHAPTER 5      CASE STUDY:  RLOOP            
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CHAPTER 7      SYNTHESIS OF FINDINGS 















































































































































































 	 	 	 57	
CHAPTER 8      CONCLUSIONS 
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This	research	also	suggests	that	there	is	an	important	bigger	picture	
with	greater	benefits	to	the	broader	field	of	design	and	innovation.		











































Affinity Spaces for Informal Science Learning: Developing a 
Research Agenda (2015). Twin Cities Public Television, Indiana 
University, University of Bradford. Retrieved from 
http://www.informalscience.org/sites/default/files/AffinitySpacesFi
nalReport.pdf 
Anand, B., Hammond, J., & Narayanan, V. G. (2015, April 14). What 
Harvard Business School Has Learned About Online Collaboration 
From HBX. Retrieved July 11, 2016, from 
https://hbr.org/2015/04/what-harvard-business-school-has-
learned-about-online-collaboration-from-hbx 
Archibald, R. M. (2015, July 15). Harnessing Your Staff's Informal 
Networks. Retrieved July 29, 2017, from 
https://hbr.org/2010/03/harnessing-your-staffs-informal-networks 
Future gestures will define us. Shaping Tomorrow. Retreived from 
http://www.shapingtomorrow.com/home/alert/569461-Future-
gestures-will-define-us 
Britt, B. (2015). Makerspaces, or “Kinkos for geeks,” making jobs in 
California. Caeconomy. Retrieved from 
http://www.caeconomy.org/reporting/entry/makerspaces-or-kinkos-
for-geeks-making-jobs-in-california 
Caulton, T. (1998). Hands-on exhibitions: Managing interactive 
museums and science centres. London: Routledge.  
Cress, P., & Kamien, J. (2013). Creating exhibitions: Collaboration in 
the planning, development and design of innovative experiences. 
Hoboken, New Jersey: John Wiley & Sons. 
Cole, K. C. (2009). Something Incredibly Wonderful Happens: Frank 
Oppenheimer and the World He Made Up. Houghton Mifflin 
Harcourt. ISBN 978-0-15-100822-3. 
Di Gangi, P., and Wasko, M. 2009. “Open Innovation through Online 
Communities,” in Knowledge Management and Organizational 
Learning. Annals of Information Systems, W. R. Kind (ed.), New York: 
Springer Science+Business Media, pp. 199-213.  
Dilen, D. (2014). Finding: Museums That Highlight Mission 
Financially Outperform Museums That Market Primarily as 




5 Types of Consumer Co-Creation Research - The Strategy Distillery. 
(2014). Retrieved August 11, 2016, from 
http://www.thestrategydistillery.com/news/consumer-co-creation-
research/ 
Füller, J., and Matzler, K. 2007. “Virtual Product Experience and 
Customer Participation—A Chance for Customer-Centred, Really New 
Products,” Technovation (27), pp. 378-387. 
Gee, J. P. (2004). Situated language and learning: A critique of 
traditional schooling. New York: Routledge.  
 	 	 	 61	
Jones, J. (2015). Can New York's Climate Museum save the planet? 
London, UK. The Guardian. 
Jiang, Z., and Benbasat, I. 2007. “The Effects of Presentation 
Formats and Task Complexity on Online Consumers’ Product 
Understanding,” MIS Quarterly (31:3), pp. 475-500. 
Kalbach, J. (n.d.). Collaborating with Remote Teams in MURAL 
[Video blog post]. Retrieved July 3, 2016, from 
https://blog.MURAL.co/2016/03/collaborating-remote-teams-
MURAL/ 
Kasanda T. (2015). Exploring Challenges and Opportunities for 
Informal Science Centres Through an SFI Lens. Independent Study 
for Ontario College of Art and Design University.  
Kazi, A. S., Wohlfart, L., & Wolf, P. (2007). Hands-on knowledge co-
creation and sharing: Practical methods & techniques. Stuttgart: 
Knowledge Board. 
Kohler, T. (2011, September). Co-creation in virtual worlds: The 
design of the user experience. MIS Quarterly, 35(3), 773-788. 







Marchese, C. (2011) 11 Innovative Crowdfunding Platforms for 
Social Good. Mashable. Retrieved from 
http://mashable.com/2011/10/20/crowdfunding-platforms-social-
good/ 
Merrit, E. (2014). Trendswatch 2014: Center for the future of 
museums. S.l: American Alliance of Museums. 
Merrit, E. (2015). Trendswatch 2015: Center for the future of 
museums. S.l: American Alliance of Museums. 
Nelson, A. G., & Lawernce, D. (n.d.). Colaboration in the 21st Century 
(C2C): Measuring Essential Skills for the STEM 
Workforce. [Pdf].downloaded 22 July 2016 from 
https://drive.google.com/file/d/0BxtgTmH0dpAQbmUyQXMzbnNPQ
1U/view 
Olson, G., & Olson, J. (2000). Distance Matters. Human-Comp. 
Interaction HHCI Human-Computer Interaction, 15(2), 139-178. 
doi:10.1207/s15327051hci1523_4 
Olson, J. S., & Olson, G. M. (2013). Working together apart: 
Collaboration over the internet. Morgan & Claypool. 
Olson, J. S., & Olson, G. M. (2014). How to make distance work 
work. Interactions, 21(2), 28-35. doi:10.1145/2567788 
Open Exhibits. (2013). Human-Computer Interaction +Informal 
Science Education (HCI+ISE) Findings Report. Retrieved from 
http://openexhibits.org/hci-ise/ 
Osterwalder, A., & Pigneur, Y. (2010). Business model generation: A 
handbook for visionaries, game changers, and challengers. 
Hoboken, New Jersey: John Wiley & Sons. 
 	 	 	 62	
Protean Strategies. (2014) OSC Experience Audit Consolidated 
Report 05_12_14. Toronto, On. Ontario Science Centre. 
Rothfarb, R. and P. Doherty, Creating Museum Content and 
Community in Second Life, in J. Trant and D. Bearman (eds.). 
Museums and the Web 2007: Proceedings, Toronto: Archives & 




Scanlon, E. Jones, A. Waycott, J.  (2005). Mobile technologies: 
prospects for their use in learning in informal science settings.  
Retrieved from http://jime.open.ac.uk/articles/10.5334/2005-25/ 
Sims, M. H., Bigham, J., Kautz, H. and Halterman, M. W. (2014), 
Crowdsourcing medical expertise in near real time. J. Hosp. Med., 9: 
451–456. doi:10.1002/jhm.2204 
Spampinato, F. (2014). Come together: The rise of cooperative art 
and design. New York, NY: Princeton Architectural Press. 
Wegner, E., McDermott, R., & Snyder, W. (2002, March 25). 
Cultivating Communities of Practice: A Guide to Managing 
Knowledge - Seven Principles for Cultivating Communities of 
Practice. Retrieved July 29, 2017, from 
http://hbswk.hbs.edu/archive/2855.html 
Wenger, E., McDermott, R. A., & Snyder, W. (2010). Cultivating 
communities of practice: a guide to managing knowledge. Boston, 
MA: Harvard Business School Press. 
Van Alstyne, G. (2015) Working with Drivers and Uncertainties. 
Strategic Innovation Lab OCAD University. 









 	 	 	 63	

















   
 	 	 	 64	































































































































































































































































 	 	 	 70	
APPENDIX B -  METHODOLOGIES FOR CREATING 
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APPENDIX D- RESEARCH QUESTIONNAIRE 
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45	Eight	Shapes	is	the	name	of	the	company	Expert	7	cofounded	as	a	UX	
design	firm	with	a	completely	remote	workforce.	








































































































































































































































































































































































































































































































































































































































 	 	 	 117	
	 	Figure	60	-	Co-Creation	Station	illustrating	potential	innovations.		T.	Kasanda	
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  Figure	65 - 	Intelligent	live	document	windows	management	concept	
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APPENDIX I - POTENTIAL CUSTOMER SEGMENTS FOR NEW INFORMAL SCIENCE LEARNING BUSINESS MODEL 
Figure	69	-	Value	Proposition	Diagram	for	Segment	#1	-	Science	Enthusiasts 
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Figure	70	-	Value	Proposition	Diagram	for	Segment	#2	-	Science	Centres 
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  Figure	71	-	Value	Proposition	Diagram	for	Segment	#3	-	Exhibition	Development	Consultants 
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Figure	78	-	Concept	illustrates	how	interrelated	documents	can	be	automatically	and	intelligently	organized	and	presented	for	work	and	review. 
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Figure	79	-	Concept	for	Team	Brainstorming	Sprint	with	Video	Manger,	selected	documents	and	integrated	chat	and	whiteboard. 
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Figure	82	-	Concept	illustrating	how	the	AI	Task	Manger	can	present	a	set	of	shared	documents	and	chat	instructions	for	changes	required	to	the	graphic	panel	for	
an	exhibit	in	progress. 
